Computing Progression of Knowledge and Skills

Intent:
At Lovington Primary School we want to develop ‘thinkers of the future’ through a modern, ambitious and relevant education in computing.

We want to equip pupils to use computational thinking and creativity that will enable them to become active participants in the digital world. It is important to
us that the children understand how to use the ever-changing technology to express themselves, as tools for learning and as a means to drive their
generation forward into the future.

Whilst ensuring they understand the advantages and disadvantages associated with online experiences, we aim for Lovington children to develop as
respectful, responsible and confident users of technology, aware of measures that can be taken to keep themselves and others safe online.

Our aim is to provide a computing curriculum that is designed to balance acquiring a broad and deep knowledge, alongside opportunities to apply skills in
various digital contexts.

Beyond teaching computing discreetly, we will give pupils the opportunity to apply and develop what they have learnt across wider learning in the curriculum.

Design and Technology in the Early Years Foundation Stage

After being removed from continuous provision in 2021, we at Lovington have continued to embed computing in the curriculum for our youngest learners by
making it a part of everything taught in class.

In the reception classroom, children use the interactive white board every day for various activities. It is utilised during lessons, but children also have the
opportunity to explore this device in their free time. Staff begin to get the children thinking about programming and de-bugging by asking them questions.
This allows the children to explore their computational thinking through self-correction. By the end of the year, children are also using the iPads and exploring
how these work. In addition to this, staff model how technology can be used in the real world. For example, sometimes when children have a question, the
teacher will model how to google this to find the answer.

When it comes to online safety, in addition to using Actibytes, online safety is embedded into everyday conversations in reception. This is especially the case
when returning from a school holiday where the children will have circle time to discuss their time at home. During this activity, discussions will be had about
what devices the children have and how to use these safely along with wellbeing while being online and age restrictions.



National Curriculum Expectations

Key Stage 1 National Curriculum Expectations

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

create and debug simple programs

use logical reasoning to predict the behaviour of simple programs
use technology purposefully to create, organise, store, manipulate and
retrieve digital content recognise common uses of information
technology beyond school

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.

Key Stage 2 National Curriculum Expectations

Pupils should be taught:

design, write and debug programs that accomplish specific goals,
including controlling or simulating physical systems; solve problems
by decomposing them into smaller parts use sequence, selection,
and repetition in programs; work with variables and various forms
of input and output

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

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

use technology safely, respectfully and responsibly; recognise
acceptable/unacceptable behaviour; identify a range of ways to
report concerns about content and contact.

Teach Computing Curriculum Overview - We use the National Centre for Computing Education Teach Computing curriculum
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We use the National Centre for Computing Education Teach Computing curriculum. Teachers use the following two documents in
conjunction with this overview for detailed planning of the progression of skills in this curriculum:

e KS1 TCC Curriculum Progression of Skills
e KS2 TCC Curriculum Progression of Skills

2 year overview Pippin Class Bramley Class Russet Class
Autumn A) Tech Around Us & Moving a Bot A) The Internet & Programming A) Communication and
B) IT Around Us & Digital Writing Sounds Collaboration & Physical
B) Connecting Computers & Computer Programming.
Repetition in Shapes B) System and Searching &
Variables in Games
Spring A) Pictograms & Digital A) Branching Databases & Audio A) Web Page Creation - Creating
Photography Production Creating Media. Media & Flat File Databases.
B) Programming Animations & B) Desktop Publishing & Data B) Vector Graphics & Spreadsheets
Grouping Data Logging
Summer A) Robot Algorithm & Digital A) Events and Actions - A) Sensing Movement & Video
Music Programming & Stop Frame Editing
B) Digital Painting & Programming Animation. B) Selections in Quizzes & 3D
Quiz B) Photo Editing & Repetition in Modelling.
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* Using the microbit for primary to
secondary transition (Y6)




