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Computing Curriculum Statement

Intent

At Tower Hill Community Primary School we aim 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

Implementation

All classes teach at least one high-quality, standalone computing
lesson per week with at least one detailed unit of lessons to be
delivered during each half term throughout the course of the year. In
addition, computing lessons are timetabled as joint lessons with
other subjects to maximise teaching time.

Computing is an almost universally popular lesson with the children,
so the aim is to harness the students enthusiasm (and knowledge
that they might bring from their own experience). In addition,
computing lessons use a variety of techniques to further nurture and
encourage the children’s engagement: online learning games,
creative or artistic digital tasks, and open-ended projects (like 3D
game design on Purple Mash) where the children enjoy significant
autonomy.




Impact

We aim to foster a creative, innovative attitude to computing, with a
focus on invention and problem-solving. Children will grow in
confidence, building on their technical skills year-on-year, and taking
on increasingly challenging and stimulating projects. They will
progressively develop a deep understanding of how information is
stored and retrieved from computers, be able to create and debug
increasingly complex programs that serve a purpose, using precise
and unambiguous logical language (algorithms). They will use
technology to interact with a range of age-appropriate software,
including regular opportunities for communication and collaboration
via the school’s Google ecosystem (Google Classroom & Google
Drive), and other high-quality platforms like Purple Mash. The
children will also develop a strong understanding of how to use
technology safely and respectfully, knowing what to be wary of and
how to report concerns.

Coverage

In order to ensure thorough coverage, we use the Purple Mash
scheme of work, which breaks down the NC objectives into discrete,
achievable projects for each year. Progression between years is clear
and unambiguous, and the list of learning objectives uses up-to-date
terminology.

Year-specific key vocabulary is introduced and resurfaced regularly in
computing lessons, and resources are deployed wherever appropriate
to support all learners. Finally, regular screen breaks are encouraged
in computing lessons to focus on and recap key learning.

Inclusion
and SEND

We aim to identify, understand and overcome barriers to
participation and belonging.

We provide equal opportunities for all learners regardless of age,
gender, ethnicity, impairment, medical concerns, attainment or
background.

Also in the back of our minds is the gender disparity in computing
(and other STEM industries), and so special attention is paid to
encouraging and enabling girls to have high aspirations in computing.

Assessment

Pupils’ experiences and achievements in computing are recorded in a
variety of ways on the Purple Mash platform. This will be both
throughout, and at the end of, each phase.




All activities will take place with due regard to the health and safety
of all participants.

Risk Assessments are maintained and appropriate equipment is
regularly checked.

Pupils are taught explicitly and regularly about online safety (staying
safe, using social media, protecting privacy, etc) and online awareness
(maintaining a healthy degree of scepticism about information found
online).

Safety

This statement will be reviewed regularly by the subject leader.

Review

Computing Overview

Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Unit 1.1 Unit 1.3 Unit 1.4 Lego Unit 1.6 Unit 1.7
Online Safety & | Pictograms Builders Animated Story | Coding Unit 1.9
Exploring Books Technology
Purple Mash Unit 1.8 outside school
Unit 1.2 Spreadsheets Unit 1.5 Maze
Grouping & Explorers
Sorting
Unit 2.1 Unit 2.2 Unit 2.4 Unit 2.5 Unit 2.6 Unit 2.7
Coding Online Safety Unit | Questioning Effective Creating Making Music
2.3 Searching Pictures Unit 2.8
Spreadsheets Presenting
Ideas
Unit 3.1 Unit 3.2 Unit 3.4 Unit 3.6 Unit 3.7 Unit 3.9
Coding Online safety Touch Typing Branching Simulations Presenting
Databases
Unit 6.9 Unit 3.5 Unit 3.8
Spreadsheets Email (inc. Graphing
(Lesson 1 & 2) email safety)
Unit 4.1 Coding | Unit4.2 Unit 4.4 Unit 4.5 Unit 4.6 4.8 Hardware
Online Safety Writing for Logo Animation Investigators
Different
Unit 6.9 Audiences Unit 4.7 Unit 4.9
Spreadsheets Effective Making Music
(Lesson 3 & 4) Searching
Unit Unit 4.10
Introducing Al
Unit 5.1 Unit 5.2 Unit 5.4 Unit 5.6 Unit 5.8 Unit 5.9
Coding Online Safety Databases Modelling Word External
Unit 6.9 Processing Devices
Spreadsheets Unit 5.5 Unit 5.7
(Lesson 5 & 6) Game Creator Concept Maps




Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Unit 6.1 Unit 6.2 Unit 6.4 Unit 6.6 Unit 6.8 Unit 6.9
Coding Online Safety Blogging Networks Understanding Spreadsheets
Binary
Unit 6.9 Unit 6.5 Unit 6.7
Spreadsheets Text Adventures | Quizzing

(Lesson 7 & 8)




Computing Progression of Skills



Year 1

Statement
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Computer Science Information Technology

Create and debug simple
pragrams.

Children can work out what
Is wirong with a simple
algorithm when the steps
are owt of order, e.g. The
Wrrong Sandwich in Purple
Mash and can write their
own sirmple algorithm, e.g.
Codouring in a Bird activity.
Children know that an
unexpected outcome is due
to the code they have
created and can make
lngical attempts to fix the
code, e.g. Bubbles activity in
ZCode.

Use lagical reasoning to
predict the behaviour of

simple programs.

When loaking at a program,
children can read code one
line at a time and make good
attemipts to envision the
bigger picture of the overail
effect of the program.
Children can, for examgle,
interpret where the turtle in
2Go chalfenges will end up
at the and of the program.

Digital Literacy




Year 2

Create and debug simple Use logical reasoning to
programs. predict the behaviour of
simple programs.
Children can create a simple Childran can identify the
program that achieves a parts of a program that
specific purpose, They can respond to specific events
same errars, eg. Debug For example, they can write
Challenges: Chimp. a cause and effect
Chitdren's program designs sentence of what wall
display 3 Qrowing awareness happen in a program.
of the need for logical,
programmable steps.

Statement
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Year 3

Statement

Outcome

Design, write and
debug programs that
accomplish specific
goals, including
controlling or simulating
physical systems;
solve problems by
decompaosing them into
smaller parts.

_Cﬁﬂd'mc._lnmmx_

into an algorithm
for & program by
deconstructing it into

Their design shows that
they are thinking of the
desired task and how
this transiates into code.
Children can identify
an error wittun their
program that prevents
it following the desired
algorithm and then fix it

Use sequence, selection
and repetition in
programes, work with
wvariables and various
forms of input and
output.

Children demonstrate
the ability to design and
code a program that
follows & simple
sequence. They
EXPEFIMEnt With timers
to achieve repetition
effects in their
programs. Children are

the difference in the
effect of using a tmer
command rather than a
repeat command when

creating repetition
affects.

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

Chifdren’s designs for
thair programs show
that they are thinking of
the structure of 3
pragram in logical,
achievable steps and
absarbing some new
knowledge of coding
structures. Far exampla,
repetition and use of
timears. They make good
attempts to ‘step
through’ mare complex
cade in arder ta identify
errors in algorthms and
can correct this. e.g. In
programs such as Logo,
they can ‘read”
programs with several
steps and pradict the
outcome accurataly.

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

Children can list a range
af ways that the
Intemet can be used to
provide differemt
method's of
communication, They
can use same of these
meathods of
COMMUnNication, e.q.
being able to open,
respond to and attach
files to emais using
ZEmail. They can
describe appropriate
eman converntions when
communicating in this
way.

Use search technologies
effectively, appreciate
how results are
selected and ranked,
and be discerning

in evaluating digital
content.

Select, use and combing
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 can calfect,
analyse, evaluate
and present data and
infarmation using a
selection of soffware,
eg. using & branching

using software such as
2Graph Children can
consider what software
is most appropriate
for a given task. They
can create purpasefil
content to attach fo

amails, &g 2Respond

Digital Literacy




Computer Science

Infarmation Tech r'mlng','

Digital Literacy

Use sequence, selection Use logical reasoning Understand computer Select, use and combine
and repetition in to explain how some networks, including a variety of software
programs; work with simple algarithms the internet; how they (including intermet
wvariables and various work and to detect can provide multiple services) on a range of
forms of input and and correct errors services, such as the digital devices to design
output. in algorithms and World Wide Web, and and create a range of
programs. the opportunities they programs, systems and
offer for communication content that accomplish
and collaboration. given goals, including
collecting, analysing,
evaluating and
presenting data and
information.
Children's use of imers ta ~ Children’s dasigns for Children recognise the
achieve repetition effocts their programs show main component parts
and are integrated into the structure of a allow computers to join
thelr program designs. program in ogical, and form a network.
They undarstand IF achievable steps and Their ability to
statements' for selection absorbing some new wnderstand the onfine
and attempt to combine  knowledge of coding safety implications
these with other coding  structures, For example, associated with the
structures including IF" statermnents, ways the internet can
variables to achieve the  repetition and variables. be used to provide
effects that they design in  They can trace code and different methods of
their programs. As well as use step-through cormmumication is
understanding how methods to fdentify impraving.
variables can be used o 8movs in code and make
store infarmation while a WE:H;T:HPBM
Brogram is executing, correct programs
they are able to use and such as Logo, they can
manipulate the value of read” programs with
variables. Children can several steps and
make wse of user inputs pradict the outcame
and outputs such as ‘print accurarely.

to screen. e.g. 2Code.
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Year 5

Statement

Use sequence, selection Use logical reasoning

and repetition in
programs; work with
variables and various
forms of input and
output.

to explain how some
simple algarithms
work and to detect
and correct errors
in algorithms and
programs.

When children code,
they are beginming to
think about theair code
structure it terms of
the ahility to debug
and interpret the code
later, e.g. the use of
tabs to organise code
and the naming of
variables

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.

Children understand the
value of computer
netvwaorks but are also
aivare of the mal

dangers. They recognisa

what persoral
fnformation is and can
explain how this can be
keapt safe. Children can

sefect the most

approprate form af
e COmmLcations
contingant on audience
and digital content, e.q.
ZBiog, 2Email, Dispiay
Boards.

Digital Literacy

Select, use and
combine a variety of
saftware (including
internet services) on a
range of digital devices
to design and create
arange of programs,
systems and content
that accomplish
given goals, including
collecting, analysing,
evaluating and
presenting data and
information.

Children are able to
make approgriate
improvements to digital
solulions based on
feedback received anad
can confidently
comment on the success
of the solution. e.q.
creating their own
[program to meet 3
design briel using
2Code. They objectively
review salutions from
others. Children are able
ta collaboratively create
content and solutions
using digital features
within soffware such as
collaborative mode.
They are able to use
several ways of sharing
digital content, ie.
2Blog. Display Boards
and ZEmail.




Year 6

Statement

Qutcome

Camputer Science Infarmatian Technolagy

Design, write and
debug programs that
accomplish specific
goals, including
coentrolling or simulating
physical systems;
solve problems by
decompaosing them into
smaller parts.

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

Children transiate
algorithms that include
sequence, selection amnd
their own designs show
that they are thinking of
how fo accomplish the
set task in code utilising

such structures,

Sstructures within
each other. Coding
displays an improving
understanding of
variables in coding,
outputs such as sound

from the user of the
program such as button
clicks and the value of

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

Children are able to
interpret a program in
parts and can make

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

Children understand
and can explain in
some depth the

logical attermpts to put difference between the

the separate parts of a

cormges algonthm

together to explain

the progiram as a
wiole

internet and the World
Wide Web. Children
know what a VAN and
LAN are and can
describe how thay
access the internet in

school

Use search technologies
effectively, appreciate
how results are
selected and ranked,
and be discerning

in evaluating digital
content.

Children readily apply

for digital content. They
are abile to explain in
detail how credible a
webpage is and the

information it contains.
They compare a range

sources and are abie fo
rate themn in terms of
content guality and
accuracy. Children use
critical thinking skills in
everyday use of onling

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
infarmation.

evaluate the gualty of
are able to identify

improvemants, making
sorme refinements.

Digital Literacy




Knowledge Organisers

Learning Mats Knowledge Organisers
Y1 Learning Mats Y1.pdf Year 1 - All units - Knowledge Organisers.pdf
Y2 Learning Mats Year 2.pdf Year 2 Knowledge Organisers All Units 02 2023 f.pdf
Y3 Learning Mats Y3.pdf Year 3 - Knowledge Organsiser - All Units 24.05.24.pdf
Y4 Learning Mats Y4.pdf Year 4 - Knowledge Organisers - All Units 24.5.24.pdf
Y5 Learning Mats Y5.pdf Year 5 - Knowledge Organiser - All Units.pdf
Y6 Learning Mats Y6.pdf Year 6 - Knowledge Organiser - All Units.pdf
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https://drive.google.com/open?id=1IzbJuI0l64rdz1BDousnFZGTCaf6l9AA
https://drive.google.com/file/d/14-paOTh2nY5zYOQ6a9T66u4CinOyYHts/view?usp=drive_link
https://drive.google.com/open?id=1qD0fqi-0eLDLD1lG6NeAgeUId_UeUvwJ
https://drive.google.com/open?id=1_jU8dIa64h5MLHfhQkso0j1ocyUOjSmM
https://drive.google.com/open?id=1U_RAW80vRYmIM2wgJWvmo-jwE40htPJP
https://drive.google.com/open?id=1OIjugdOr9HjU_SrX8jDgl6hXAAEpGmx6
https://drive.google.com/open?id=1BO89KrSvrqZ10wuInr4aMQvMm_c9JPQ7
https://drive.google.com/open?id=137Kgto-1iBR3MsLpYegrWXtVVKDa5sqH
https://drive.google.com/open?id=1FDZhCqzBFL8DVk74WDA0xgvD8UpqbEe5
https://drive.google.com/open?id=15wlaEgAT_cHIvROPIUWRQrof8jTrTHSE
https://drive.google.com/open?id=1TFC2y7z0Q5N8v94KzFchRjHo_01YFnCZ
https://drive.google.com/open?id=1yypAzMRonuZ8Zvw1oGKN1uaZ63Y8eu_C
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