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What does mastery look like in  

computing at Henwick? 

 

 

 

©Henwick Primary School 2017 

Variation 

Unplugged computing is used to model 
abstract computer science concepts 

The same programming concepts are 
modelled in different coding languages and 
using different software: Scratch, Python, 

Kodu, PowerPoint 

Children explore concepts on different 
devices, e.g. Beebots and unplugged 

Objectives are explored in a variety of ways 
over a key stage, e.g.  working with variables  
in Y4 to program an educational quiz , in Y5 
to program a computer game and in Y6 to 

program a text-based adventure game 

Children collaborate using different tools 
such as PurpleMash and Google Apps for 

Education 

Practice & 
clarification 

Debugging strategies are explicitly taught 

Children often work in pairs and "debugging 
buddies"strategies are employed to 

encourage peer clarification 

The same objectives are revisited each year, 
over a key stage, to allow for them to be 

further clarified over time 

Some skills are revisted within a year in 
order to be refined such as creating 

iilustrations in Y1 - part of a storytelling unit 
and card design unit 

Plans are set out in steps rather than 
prescriptive lessons so the pace isn't pre-

defined and gaps can be addressed according 
to the needs of the children 

Application 

Each unit has a purpose and a wider context 

Each unit has links to other areas of the 
curriculum 

Blogging in UKS2 puts digital literacy skills 
into real life practice 

Skills and concepts are revisted in different 
contexts, e.g. recording video in Y1, Y2 and 

Y6 and data analysis in Y2 and Y4 

Skills can also be repeated within a year in 
different context, e.g. creating illustrations in 

Y1 in for storybooks and also cards 

eCadets and Mini-eCadets allow children 
recruited to apply what they know about 
digital literacy to teaching other children 

about it 


