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Eccleston Primary School
Computing Curriculum









Whole school definition: Computing is the process of using computer technology to complete a given goal-oriented task.


	National Curriculum Computing - Purpose of study
A high-quality computing education 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.

	Aims
The national curriculum for history aims to ensure that all pupils:
· can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation
· can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems
· can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems
· are responsible, competent, confident and creative users of information and communication technology.


	EYFS – see Development Matters 2021 for detailed examples of how to support learning in EYFS 
Understanding the World: People and communities, the world and technology. Practitioners should support children in experiencing a range of technologies – using cameras, photocopiers, CD players, tape recorders and programmable toys, in addition to computers.















Computing Curriculum Statement


Whole school definition: Computing is the process of using computer technology to complete a given goal-oriented task.

Intent

At Eccleston Primary School, our vision is to inspire independent learners to thrive in a changing world and ensure every child develops a healthy relationship with technology. At our school we value and recognise the contribution that technology can make for the benefit of all pupils, staff, parents, governors and society. We strive to provide safe opportunities in computing to motivate, inspire and raise standards across the curriculum. Everyone in our school community will be equipped with the digital skills to meet developing technology with confidence, enthusiasm and prepare them for a future in an ever-changing world. 

We want our children to be creators and innovators not just mere consumers of digital content. The idea of the children as digital creators is what underpins our planning and computing units. Our children are taught to understand that technology is an integral part of modern life and the key to the future is to harness and understand technology’s potential. Computing is a constantly evolving subject that involves solving complex problems, being able to collaborate with others, learn from mistakes and refine solutions.

Our computing curriculum is designed to be easy to follow, with logical sequenced steps that will equip all children with the essential skills and knowledge they need to use technology safely and creatively.  

Our Computing Curriculum’s aims are:
· To ensure all pupils develop a strong foundation in computational thinking and digital literacy. 
· To equip pupils with the skills to thrive in a technology driven world. 
· To foster creativity, problem-solving, and critical thinking through engaging Computing lessons.

Our pupils will be able to use technology purposefully and safely, understand basic programming concepts, and critically evaluate digital content.  By the end of Key Stage 2, pupils will have experience in coding, web design, and digital presentations, and a solid understanding of online safety.  Computing supports broader curriculum goals by developing problem-solving skills, fostering creativity, and encouraging teamwork.


Here at Eccleston Primary School, we believe safety is paramount. We promote and model a balanced digital life, recognising that amongst the many positives that technology has to offer, risks exist and children need to be taught to manage their digital lives properly. We strive to model and educate our children to use technology creatively, positively, responsibly and safely. Our curriculum supports the key aims of the government’s Internet Safety Strategy (Digital Literacy / UK Council for Child Internet Safety (UKCCIS) framework) of supporting children to stay safe and make a positive contribution online, as well enabling teachers to develop effective strategies for understanding and handling online risks.


Implementation: How is Computing taught at Eccleston Primary School? 
At Eccleston Primary School, computing planning is overseen by the subject leader and delivered through Purple Mash and bespoke lesson plans tailored to pupil needs.  Lessons are timetabled weekly for all year groups.  Pupil work on Purple Mash is saved and teachers monitor pupil progress. Feedback is given verbally during lessons and through responses on Purple Mash.  Purple Mash provides pre-made resources for teachers (including lesson plans, slideshows and activities) and interactive software for pupils to apply their skills.  All computing units link to one of the following areas, however, most units will include aspects of all strands.
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Units are then available for each year group. Units do not need to be taught in any specific order but can be seen in the example below.  All year groups begin with Online Safety at the beginning of the academic year.
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We participate in annual events such as Safer Internet Day and anti-bullying week. 
Impact
We constantly monitor to ensure the children have learnt the things we’ve taught them and if they are struggling, we can introduce additional support the next time they encounter that objective. Impact is about how we know what you do is making a difference. If children are keeping up with the curriculum, they are deemed to be making good or better progress.
We measure the impact of our curriculum through the following methods:
· Pupil discussions and interviewing the pupils about their learning (pupil conferencing).
· Pupil work recorded on Purple Mash and assessment/feedback on content creation.
· Governor monitoring with our subject computing link governor.
· Pupil self-reflection.
· A reflection on standards achieved against the planned outcomes (progression/what to observe in learning).
· Learning walks and reflective staff feedback (teacher voice).
· Formative and summative approaches.









Computing Coverage Overview - Year 1
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Computing Coverage Overview - Year 2
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Computing Coverage Overview - Year 3
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Computing Coverage Overview - Year 4
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Computing Coverage Overview - Year 5
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Computing Coverage Overview - Year 6
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Computing Progression
N.C. Statements KS1 Year 1
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Computing Progression
N.C. Statements KS1 Year 2

Understand what
algorithms are; how they are
implemented as programs
on digital devices; and
that programs execute
by following precise and
unambiguous instructions.

Children can explain that an
algorithm s a set of
instructions to complete a
task. When designing
simple programs, chidren
Show an awareness of the.
need to be precise with
their algorithms so that they
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converted into code.

Create and debug simple.
programs.
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Children’s program designs
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of the need for logical,
‘programmable steps.

Information Technology
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simple programs. beyond school.
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Use technology safely
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go for help and support
when they have concerns.
about content or contact on
the internet or other online
technologes.

Children know the
implications of
inappropriate oniine
searches. Children begin to
understand.
how things are shared.
electronically such as
posting work to the Purple
Mash display board. They.
develop an understanding
of using email safely by
using 2Respond activities on
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ways of reporting
inappropriate behaviours.
and content to 2 trusted
adut.
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Computing Progression
N.C. Statements KS2 Year 3
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Computing Progression
N.C. Statements KS2 Year 4

Outcome

Design, wrte and
debug programs that
accomplish specifc
goals, including
controlling or simulating
physical systems;
Solve problems by
decomposing them into
smaler parts.

When tuming a realife
Stuation nto an
algonthm, the
chicren's design
Shows that they are
thinking o th required
tosk and howto
accompish thisin code.
using coding structures

repetition. Children
‘make more intuitive.

attempts to debug their
‘own programs.

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

Children's use of timers to
‘achieve repetiton effects
are becoming more logical
‘and are integrated into.
their program designs.
They understand 1IF
statements’ for selection
and attempt to combine
these with other coding
Structures including.
variables to achieve the
effects that they design in
their programs. As well s
understanding how
variables can be used to
store information whie a
program s executing,
they are abe to use and.
manipulate the value of
varibles. Chidren can
‘make use of user inputs.
and outputs such as ‘print
to screen. e.g. 2Code.

Use logical reasoning
to explain how some
simple algorithms.
work and to detect
and correct errors
in algorithms and
programs.

Children's designs for
their programs show
that they are thinking of
the structure of a
program in logical,
‘achievable steps and
‘absorbing some new
‘knowiedge of coding
structures. For example,
" statements,
repetition and variables.
They can trace code and.
use step-through
‘methods to identify
errors in code and make
logical attempts to
correct this. In programs.
such as Logo, they can
‘read programs with
several steps and.
predict the outcome.
accurately.

Understand computer
networks, including
the internet; how they.
can provide mutiple
services, such as the
‘World Wide Web, and
the opportunities they.
offer for communication
and callaboration.

Children recognise the
main component parts.
of hardware which
allow computers to join
and form a network.
Their abilty to
understand the online
safety implications
associated with the
ways the intenet can
be used to provide
different methods of
communication is
improving.

Use search technologies
effectively, appreciate
how results are
selected and ranked,
and be discerning
in evaluating digital
content.

Children understand
the function, features.
and layout of a search
engine. They can
appraise selected.
webpages for
credibilty and
information at a basic
level,

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.

Children are able to
‘make improvements to
digital solutions based
on feedback. Children
make informed
Software choices when
presenting information
and data. They create.
linked content using
arange of software
such as 2Connect and
Children
Share digital content
within their community.

ie. using Virtual Display

®

Digital Literacy
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Computing Progression
N.C. Statements KS2 Year 5

Outcome

Design, write and
debug programs
that accomplish

specifc goals,
including controlling
o simulating
physical systems;
Solve problems by
decomposing them into
smaller parts.

Children may attempt to
tum more complex real-
e situations into
algorithms fora

deconstructing it into
‘manageable parts.
Children are able to test
and debug their
‘Pprograms as they go
and can use logical
methods to dentify the.
‘approximate cause of
any bug but may need
some support
identiying the speciic
line of code.

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

Chdren can transiate
algoritms that include
sequence selection and
repetition nto code with
lncreasing case and
their own designs show
that they are thinking of
how to accompish the
set task in code utiising
such structures. They
are combining sequence,
selection and repetition
with other coding
structures to achieve
thei algarithm design.

Use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors
in algorithms and
programs.

When children cod,
they are beginning to
think about their code
structure interms of
the abilty to debug
and interpret the code
Iater, e.g. the use of
tabs to organise code
and the naming of
variables

Understand computer
networks, including
the internet; how they
can provide mutiple
services, such as the
‘World Wide Web, and
the opportunities they
offer for communication
and collaboration.

Children understand the
value of computer
networks but are also
‘aware of the main
dangers. They recognise
what personal
information is and can
explain how this can be
kept safe. Children can
select the most
appropriate form of
online communications
contingent on audience
and digital content. e.g.
28log, 2Email, Display.
‘Boards.

Use search
technologies
effectively, appreciate

how results a
selected and ranked,
and be discerning
in evaluating digital
content.

Children search with
greater complexity for
digital content when
using a search engine.
They are able to
explain in some detail
‘how credibie a
webpage is and the
information it contains.

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.

Chilren are able to
make appropriate
improvements to digital
saltions based on
feedback received and
can coniidently
comment on the success
of the solution. eg.
creating their own
program to meeta
design brief using
2Code. They abiectively
review solutions from
others. Children are able
to collsboratively create
content and solutions
using digital features
within software such as
collaborative mode.
They are able to use
several ways of sharing
digitalcontent, ..
2Blog, Display Boards:
and 2Emai.
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Computing Progression
N.C. Statements KS2 Year 6
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