Computing Long Term Overview

Early Years Foundation Stage:

ELG: Personal, Social and Emotional Development: Children to show resilience and perseverance in the face of a challenge. Know and talk about different factors that
support their overall health and wellbeing: sensible amounts of screen time.

ELG: Physical development: Children develop fine motor skills through activities like manipulating a mouse, keyboard, or touchscreen devices, which are important in using
technology effectively.

ELG: Understanding the world: Children explore the world around them, including understanding how things work and using technology to help with learning. This goal
includes developing skills in manipulating objects, using tools, and beginning to recognize the use of technology in everyday life.

ELG: Expressive arts and design: Children use various tools and materials to create and express themselves, including digital media, such as drawing apps or music
software.

National Curriculum (overview of learning)

KS1 - Pupils should be taught to understand what algorithms are, how they are implemented as programs on digital devices, and that programs execute by
following precise and unambiguous instructions. They should create and debug simple programs. Pupils should use logical reasoning to predict the behaviour
of simple programs and use technology purposefully to create, organise, store, manipulate and retrieve digital content. Pupils should recognise common uses
of information technology beyond school and 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

KS2 - Pupils should be taught to design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve
problems by decomposing them into smaller parts. They should use sequence, selection, and repetition in programs; work with variables and various forms of
input and output and use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs. Pupils
should be taught to 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. Pupils should also be taught to use search technologies effectively, appreciate how results are
selected and ranked, and be discerning in evaluating digital content. Pupils should be taught to 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. Pupils should be taught to use technology safely, respectfully and responsibly;
recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

Curriculum Intent

All pupils at St. Teresa’s Catholic Primary school have the right to rich, deep learning experiences that balance
all the aspects of computing. With technology playing such a significant role in society today, we believe
‘computational thinking’ is a skill that children must be taught if they are to be able to participate effectively
and safely in this digital world. A high-quality computing education equips pupils to use creativity to understand
and change the world. At St. Teresa’s, the core of computing is Computer Science in which pupils are
introduced to a wide range of technology, including laptops, iPads and interactive whiteboards, allowing them
to continually practice and improve the skills they learn. This ensures they become digitally literate so that they
are able to express themselves and develop their ideas through information and computer technology— at a
level suitable for the future workplace and as active participants in a digital world. We teach a curriculum that
enables children to become effective users of technology.

Implementation

The curriculum leader provides a long-term plan for each year group, which is part of the Purple Mash scheme
of work. Teachers within each year group are provided with the progression of skills and detailed lesson plans to
ensure a rich delivery of the computing curriculum. We also prioritise online safety and have adopted Purple
Mash’s 2Be Safe Online programme, which resources each of the 330 statements from UK Council for Internet
Safety's (UKCIS) framework “Education for a Connected World” with lessons, activities, outcomes, supporting
resources and professional development materials.

Measuring the Impact

Progress is measured through regular teacher assessments. Assessment takes place during every lesson and at
the end of each unit. Pupil’s work in each class and work done through Purple Mash is saved electronically in the
children’s personal document folders. Children are also able to save any work completed at home into their
personal folder for their Class Teacher to see.

Yearly Overview of Units

Predominant Computing strand*

Computer Science

Information Technology

Digital Literacy

Most units will include aspects of all strands




Email (3)

Number of lessons — 6

CST - Solidarity

When we send emails kindly and safely,
we are connecting with others in a
positive way. This shows Solidarity —
remembering that we are all part of one
human family and should look after each
other.

Effective Searching (4)

Number of lessons - 4

CST - Rights and Responsibilities
When we use search engines carefully
and check if information is true, we are




Summer
1

showing Rights and Responsibilities —
everyone has the right to good
information, and we have the
responsibility to use it wisely.
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Technology Around Us (1)

Number of lessons — 4

CST - Steward (Care for Creation)

God gave us a wonderful world. When
we use computers, tablets, or other
technology, we need to look after them
and use them to help people and care for
the world. This is called Stewardship.




Appendix 1: Coding LKS2

Year 3/4 (Coding Breakdown)

Coding lessons from both year 3 and 4 have been grouped in cycles of related concepts that support progression in a mixed year class.

YEAR3 & 4 - CYCLE A
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YEAR3 & 4 -CYCLEB

Title

Using Repeat

Repeat Until

and ‘iffelse’

Number

Variables

Design and

Make an

Design and

Make an

Making a
Playable game

number

-

Lesson 3

Lesson 4

Lesson 5

Lesson 5

Lesson 6

Statements Interactive Interactive
scene scene
Year and lesson Year 3 Year 4 Year 4 Year 3 Year 3 Year 4

Lesson 6




Appendix 2: Coding break down UKS2
Year 5/6 (Coding Breakdown)

Coding lessons from both year 5 and 6 have been grouped in cycles of related concepts that support progression in a mixed year class.
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YEARS & 6 - CYCLE A
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